


Introduction To Imperial Starfire
and Publishers Information

IMPERIAL STARFIRE allows players to build and ex-
pand their own imperiums and spheres of influence to domi-
nate entire sectors of the galaxy. Players build their fleets and
supporting infrastructure using the resources available from
their home star systems and others of which they may gain
control as they expand. Along the way, they will encounter
non-player races and/or other player races with whom they
will ally or fight.

The tactical STARFIRE scenarios which will appear
in THE STARS AT WAR are rooted in the campaigns
and battles of an “official” future history, which will con-
tinue to develop and expand as the game series is expanded.
IMPERIAL STARFIRE is designed to allow two or more
players to create their own history rather than following the
events described in the “official” history.

Star systems and the characteristics of non-player races are
generated randomly, using the rules and tables provide
they are encountered. This creates an infinitely variab
tegic game which allows each player to face the advanta
and disadvantages, triumphs and tragedies, of a space farin
race in its march to empire. The fact that the galaxy is_ge
ated as the game proceeds means that no player e
advantage of “pre-game intelligence,” and grapp
unknown both adds to the challenge and incre
forethought and planning.

The game is designed for play
master. An open-ended campaign
with a game master (called a “Spa

“New Empires” campaign
for two other i
Mardukan
each, but t
RFIRE uses the rules from
e basis for combat (which, alas,
ers, is generally one of the more
a strategic campaign), players should be
les 01.00-09.00 and the technical systems in
0 before beginning any campaign.

uld understand that the rates at which pro-
as shipbuilding, research and development,
emplacement of colonies, etc., may be accomplished under
the strategic rules have been considerably compressed, al-
lowing them to accomplish these processes in much less
time than the constraints of “reality” would allow. This
has been accepted to simplify and speed up game mechan-
ics. The designers, recognizing this, have opted to satisfy
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players who build their own campaigns at the expense of

time requirements, which is on
to the historical empires do not
the period of a given war.

NOTE TO PREVIOUS STARFIR

DeWitt, Michigan 48820-8303
Ph: 517-230-1255

Dealer inquiries are welcome. All dealer and ordering re-
quests to the SDS should be through email at orders@star-
firedesign.com. The SDS can also be reached by phone or
postal mail at the address above, but all correspondence by
snail mail requires a stamped self-addressed envelope.

The following correspondence can also be sent to orders@
starfiredesign.com: requests for spare parts prices, orders for
spare parts (if available), product updates, and the replacement
of defective or missing parts.

Players should direct all comments, suggestions, submis-
sions, and any expansion material for STARFIRE to the
SDS by joining the Starfire Forum at http://www.starfirede-
sign.com/forum, or emailing cralis@starfiredesign.com or
marvin@starfiredesign.com. All correspondance through
postal mail must include a stamped self-addressed envelope
if you wish to receive an answer or evaluation of your submis-
sion. Your return envelope must bear enough postage to cover
the return of your questions (about four pages to one first class
stamp). Foreign customers should enclose three International
Reply Coupons, not foreign stamps or money. It is imperative
that you place your name and address on every page of your
correspondence. Please do not put questions and expansion
material on the same sheet.
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When sending questions, phrase each one so that it can be
answered with a yes or no, a brief answer, or by circling one
of several choices. Leave several blank lines after each ques-
tion (not each group of questions). Please attempt to look up
the answer yourself first. We will cheerfully answer questions
about how the rules work, but cannot answer questions as to
“WHY?” various things work the way that they do.
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Components

The original IMPERIAL STARFIRE was a box set with
components. This digital version only includes the ISF rule-
book. However, we have the following components available:

e Strategic Forms (available at http://www.stz
com/starfire/downloads/)
e 4-Part Map (available for or

starfiredesign.com/star
¢ Counters (also availal
The Interception Sca
nal ISF is no longer a

Copyright

IMPERIAL STARFIRE an contents thereof are
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Contents

Introduction To Imperial Starfire and Publishers Information ........... ... ittt iiiiiiiiiiiennn, i
11.00 Strategic Game COMPONENES ... ovvvvt et tereseneneassssesussssesosassssosassssssassssssosasss
TLOT  Scale. . .o e e e
11.02  Star Systems (General Definition). . .. ... .
11.03  Warp Points (General Definition) ... ............ . it
1104 Game Maps . . . oottt e e
11.05 Imperial Record Forms . .. ... ... o
11.06  Strategic Level Terminology. ... .........co i,
11.07 The Imperial Economic System (General) .. ........................°¢
11.08 The Imperial Political System (General). . .......................
11.09 The Master Systems List and Initial System Mapping (General) . . . .
TLIO  VICIOTY . oottt et e e e e e e e
12.00 The Strategic TUIN. . ..o iitiiiiiii ittt tieeeeneneneneenensnnns
12.01 Strategic Turn SEqUeNCe . . ... .. ..ottt
12.02 Explanation of Strategic Sequence of Play ... ........ .. .. .. .. .. .. ... ..0
13.00 Star System Generation .............oieiiiiiieieieieneeeenencneenensncanns
13.01 Star System Identification Number
13.02 System Body Bearings .............. ... ... ...,
13.03 System Primaries. ... .......... .. .. ...
13.04 Planets.......... ...,
13.05 Other System Bodies. ................
13.06 WarpPoints. ............... ... .. ...,
13.07 Orbital Mechanics. . ........... ... ......."
13.08 Orbiting Spacecraft............
14.00 Non-Player Race Generation ........
14.01 Presence of NPR Civilizations
14.02  Tech Level and Population Size
14.03  System Exploitation By.High-Tecl
14.04 Multiple NPRs in a

17.00

iii

14.05
14.06

Racial Outlook. .. ........"

oooooooooooooooooooooooooooooooooooooooooooooooooooooooooooo

hipbreakers and Reclamation ... ....... ... ..

Building Interstellar Command Centers. . . . .. ... .. v ittt et
7 1 14 (PP

16.01  Basic Determinants . . . . ... ..ottt ettt e e e e e e e e e
16.02 Determining NPR Strategies. . . . .. ..ottt e e e e e e e
16.03  Initial NPR DiSPOSItIONS.. . . . . o\ttt ettt e e e e e e e e e e e
Political Rules. . ..ottt i it i ittt ittt iitieeeenencoeensososensnsncsnsnsncnns
17.01  First CONLACE. . . . oottt et ettt e e e e e e e e e e e e e e e e e e e e
17.02  POLItiCAl STAteS . . . . oottt e e e




v

18.00

19.00

20.00

21.00

22.00

23.00

24.00

25.00

32.00
33.00

Imperial Starfire

17.03  Conquered Populations . . .. .. ... ...ttt
17.04 Political Interaction with Conquered Populations. .. .......... . .. i
Strategic Movement Rules. . .. ....ittiiiitiiiiinteinseseetesosessosasossessssssesossssssosas
18.01 Planning a Strate@ic MOVE. . . . .. oottt e e e
SUrvey RuleS. . .ottt i i i i i ittt iititeneneneeeeesacsssososassnsasacsnsnsncnns
19.01  Surveying for Populations . . . . ... ...
19.02  Surveying for Warp Points .. ... .

19.03 Detailed System Body Survey. .. ...

19.04 Filling Out the System DataForm . ....... ... ... ... .. . . ..

The Interstellar Communication Network ......... ..ottt

20.01 Order Writing and Communication Restrictions ......................

20.02 Building the ICN. . ... ...

Planet/Space and Planetary Combat.........coiveuiveiiienneerennsas

21.01 Time Scales . . .. ..ottt

21.02 The Planetary Combat Environment. .. ........... .. ... .. .. ... ...°

21.03 PLANETARY BOMBARDMENTS FROM SPACE .

21.04 Ground Combat. . . ... ... it

21.05 Conqueringthe Planet. ... ... ...

21.06 The Consequences of Genocide . ... ... ... ...ttty

Information Gathering ..............cooiiiiiiiiiine,

22.01 OvertlIntelligence .. .........c.cviiinnanan..

22.02 Covert Operations and Espionage. . . . ..

Commerce Raiding ............... .00t

23.01 Raiding Imperial Freighters ..............

23.02 Raiding The Imperial Freight Network

CampaignRules................ .00,

24.01 New Empires Campaign........

24.02 Barbarian Wars Campaign . . . .

24.03 The Mardukan Incident. . . . . .

24,04 The Mardukan Incident (Variant

Mapping Conventions . .. ..a0 ..ot ..o one Dimaie e e et eteeeeeetosssessossssssssscsssssossssssosas
25.01 Strategic Scale Map N - L e
25.02 System-Scale LTI . e e e e e e D e e e e e

Timeline of Major vents. ...
Notes to the Spa ateful Ack

nowledgements ........c.ovuiiiiiiiiiiiiiiiiieiieiiennens




11.00 Strategic Game Components

11.01 Scale

See 01.01

11.02 Star Systems (General
Definition)
See 01.02

11.03 Warp Points (General
Definition)
See 01.03

11.04 Game Maps

The STARFIRE game system uses four maps: the large
system display map, the small system display map, the
ception map, and the tactical map. (Please note that th
tical map included in the STARFIRE tactical rules is n
the map used in IMPERIAL STARFIRE. The smaller
map in the earlier product works fine for the scenaric

display map (the two-part map) is
systems and, when necessary, co
The small system display ma
in two places - as a separ.
Data Form (which play;

om the large strategic map, us-
1 system display map to note their

bers printed around the hex in the map’s
ed to as the “scattergram”. The scattergram
e optional simultaneous written movement

” scenarios, and to determine the facing of any unit
making transit through an unmapped warp point.

11.04.01.1 The Tactical Map. The tactical and the large
system display maps are the same physical map, but they are
quite different in scale and purpose. Each hex of the system
display map represents an area 12 light-minutes across; each
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hex of the tactical map represents an area 30 light-seconds
across. The system display map is used for system scale move-
ment; the tactical map is used for tactical-scale
(combat).

The tactical map as a whole rep,

are keyed to the system display map’s
sed to orient the interception-scale map

xes) across, the area inside the large central hex of the inter-
ption-scale map is used for detailed display of any system
ex on a .5-light-minute scale. The over-printed system-scale
hex also serves as a guide in shifting moving units from the
system to the interception scale. When players move from the
ystem to the interception scale, they should position their
units in the center hex of the side of the center system-scale
hex which corresponds to the direction from which they en-
tered the system hex the interception map represents.

11.04.03 Players should place the large system display map
and the interception-scale map on their gaming table and refer
to rule 01.01 of Tactical Starfire to be certain that they under-
stand how the game scales and maps interface with one anoth-
er before proceeding further with the rules.

11.05 Imperial Record Forms

IMPERIAL STARFIRE uses several record forms which
are not used in the tactical game. These are: The System Data
Form, the Fleet Roster, the Fleet Order Form, the Imperial
Treasury Record, the Master Movement/Arrival Chart, the
Miscellaneous Orders Record, and the Imperial Map. Sample
forms are provided for some (but not all) of these, and players
should photocopy several copies of each before beginning any
campaign game. The following section gives a brief definition
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of each form; their detailed use is covered under the appropri-
ate rules sections.

11.05.01 The System Data Form is printed on the front and
back of the small system-scale map. The boxes on the map
are used to record data on any surveyed star system, including
primary type; warp point locations, types, and destinations;
and the distances between warp points. The locations of in-
stallations, the populations (if any) and value of planets, po-
litical relations between the player empire and any inhabited
planet(s), etc., are noted in the appropriate boxes on the back
of the map. In effect, this annotated map is a one-page entry
in your Galactography Data File. (Which is one reason players
should make photocopies of it!)

11.05.02 The Fleet Roster is used to record the numbers
and types of all warships and Imperial Freighters assigned to
the fleets, task forces, etc., of an empire. A starship not as-
signed to a specific force listed on the empire’s Fleet Roster
does not exist for the turn it is omitted. It cannot move, detect
or report hostile spacecraft, or be used in combat, but neither
may it be attacked. If, however, a starship not assigned
specific force on the Fleet Roster is in a star system wh
hostile force passes through in the course of a strategic turn
in which a hostile force destroys or drives out all other friend-
ly starships, that unlisted starship is considered de

tion not listed on the Fleet Order Fo
move on any level unless it or o
star system are attacked. If
begins movement at Stand-

or countermand fleet orders written to cover
or units in any system through which he
es not apply to units not listed on the Fleet

but he may not give them any orders which would take them
out of the system of combat.

11.05.04 The Treasury Record Form is used to record
all economic transactions and the current balance in the im-
perial treasury. Any income not recorded on the Treasury
Record in the turn it is accrued is permanently lost. Any
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economic resources dispatched via the imperial freight net-
work or Imperial Freighter must also be recorded. (This can
be recorded on a blank sheet of paper.)

11.05.05 The Master Movement/Arrival Form is an option-
al but strongly recommended record. The exact strategi

will often need to sen
the Fleet Orders form
cover special contingencies, p
tions to local governors, etc.)

perial Map. Each player is responsible
ing and maintaining an updated map of his empire’s
. A format for this is suggested (see 25.00), but
ers should feel free to use their own notations if they feel
e comfortable with them and if the format used is clear
1 unambiguous. The Space Master will usually maintain a
aster map containing all known systems, but each player’s
map should list only those star systems he has himself sur-
eyed or on which he has obtained data via spies, capture, or
om an ally.

11.05.08 The Master Systems List. The players (or the
SM, if there is one) must prepare and maintain a complete
master system list (see 11.09). This is simply a list of identi-
fication numbers which will be assigned to each star system
as that system is discovered by one of the players. In Space-
Mastered games, the SM may choose to generate all of the
systems ahead of time (if he’s a masochist), but generally these
will be completely unknown even to him until they are ex-
plored. An SM may, on the other hand, choose to pre-generate
a limited number of systems containing exceptionally high-
tech non-player races or other surprises for the players. In
such a case, he must assign a system number at the time he
generates each such system. If there is no SM, the players are
responsible for maintaining the master system list.

11.06 Strategic Level Terminology

Certain specialized terms are used in the strategic game. Short
definitions of the more important terms, along with the com-
monly used abbreviations for them, are given below.
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Economic Level: The economic level of a planet, star system,
or Imperium is determined by and equal to its tech lev-
el. In essence, the economic level reflects the revenues
which can be generated by a given level of technology,
regardless of the military systems of that tech level
which have or have not been developed.

Economic Value Multiplier: A quantification, based on eco-
nomic level, of technology and population as wealth
generating factors. Abbreviated EVM.

Empire: Any multi-planet and/or star system political unit.
Often called “Imperium” when speaking in general
terms and an “empire” when referring to player-con-
trolled empires.

Gross Planetary Value: The value of a planet, in megacredits,
to the controlling player or NPR. Gross Planetary val-
ue is determined by multiplying REI (see below) by
EVM and is abbreviated GPV.

Habitability Differential: The absolute difference between
the Habitability Indexes of two worlds (see below).
Abbreviated HD.

Habitability Index: All habitable planets fall into a r
categories quantified from 1 to 10. The value rol
1D10 for any habitable planet to define its habitabi
ty in terms of all other habitable planets is called its
Habitability Index. Abbreviated HI.

Imperial Capital: The planet from which an [
governed.

sion-making nodes within
thought of as sector capital

t, are treated exactly as military starships
ment purposes, and require maintenance

eight Network: Abbreviated IFN, the Imperial
reight Network represents an Imperium’s private-
ly-owned (or, at least, consumer-oriented) freighters. It
extends only to star systems which contain at least one
spaceport or at least one space station with cargo han-
dling systems. The IFN is not as closely controlled by
or responsive to the imperial government as Imperial
Freighters, but the Imperium is not required to build

Maintenance: This is a mon
Freighters, military units, and some infrastructure

y civilization-building sentient race
of one of the players. Non-player race
: ated NPR. NPRs may be player-controlled
(depending upon the military/political relationships a
er race can establish with them) or controlled by
e SM. In games without Space Masters, “indepen-
dent” NPRs are generally controlled by an “uninvolved
player” (see below).

Player Race: The race native to a player’s home world. Also
called an “Imperial Race” to differentiate it from
non-player races (see above) incorporated into an em-
pire’s political structure as subjects or allies.

Resource Exploitation Index: A numerical value which quan-
tifies the degree to and efficiency with which the inhab-
itants of a world exploit its resources. Abbreviated REI.

Space Master: The game’s referee, organizer, chief clerk, and
general all-round Master of the Universe. Abbreviated
SM. (Warning to all players: Do not irritate the SM, or
he will feed you to the BEMs.)

Spaceport: Properly speaking, spaceports are ground-based
facilities for handling starships and/or their cargo. The
term is also used in a more general fashion in the eco-
nomic rules, where it is understood to include space
stations with cargo-handling systems that perform the
same functions.

Uninvolved Player: This term is used often in rules govern-
ing NPR actions and should be clearly understood. An
uninvolved player is one who has no contact with the
NPR and (if possible) none with the player race in an
NPR-player race situation, as well. If all players are in
contact with the player race, then the player whose em-
pire has the least favorable relationship (short of war)



with the player race should be selected as the unin-
volved player. If more than one player has an equally
nasty relationship with the player race, then a random
die roll should be used to decide which of a player’s
enemies will be considered “uninvolved.”

11.07 The Imperial Economic
System (General)

All economic transactions are made on a monthly basis (or
once per strategic turn). Each empire uses “megacredits”
(units of one million credits, abbreviated “MC”) as the stan-
dard economic unit. All wealth and non-monetary resources
in the game are simplified into megacredits.

Megacredits are obtained from the economies of the star
systems an Imperium controls politically (see 17.00). The value
of a planet to an Imperium is determined by using the tables
provided (see 15.03.06), and is based on the exploitation of the
planet’s resources and the production capability of the planetary
population. If a planet has a spaceport (see 27.02.11) or a space
station with cargo handling systems (see 27.03.03 & 27.07.04),
resources generated on that planet may be used on any
planet with a spaceport or by any space station in the same s
tem, and the MC balance for all such worlds in the star system is
recorded as a single whole. The resources of any planet without
a spaceport must be recorded separately and can onl
elsewhere if physically picked up by cargo shuttles.

Any resources generated by any planet maysbe

in question has a spaceport, or via |
physically collect the resources from

Resources (megacredits)
vestment, infrastructure ex
control structures, etc.),
warships, bases, etc.).

the strategic turn. The nine possible politi-
ay exist between player empires or between
NPRs are:

¢ Non-Intercourse;

e Non-Aggression;

e Conquered;

e Trade Intercourse;

e Military Alliance;

e Trade & Military Alliance;
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» Partnership;
* Amalgamated.

The exact meaning and consequences of each of these states
is defined under the political interaction rules (see 17.02).

11.08.01 When any NPR is discovered, its initia
relationship with the discovering empire must be
If the initial relationship does not cede control
the discovering empire, the NPR

there is one) or an uninvolved player,
and military guidelines (see‘)O).

11.08.02  Political
and/or military action.

The Master Systems List and
tial System Mapping (General)

games with a Space Master, only the SM has access to
the Master Systems List (11.05.08), which is simply a list of
potential system numbers. In games without a Space Master,
players have access to the Master Systems List. In a New
Empires campaign, the game will usually begin with a pre-
agreed total possible number of systems, the ID numbers of
all of which should be recorded in numerical order on the
Master Systems List before play starts. In Barbarian Wars or
Mardukan Incident campaigns, some system numbers will al-
ready be blocked as belonging to an established Imperium,
though only the SM will know ahead of time which numbers
have, in fact, been assigned to the established Imperium.

11.09.01  As the survey ships of a player transit any unex-
plored warp point, the surveying player rolls an appropriate
number of 10-sided dice (see 13.01) to determine the system
number of the system to which it connects. The SM (or the
player, if there is no SM), then consults the Master Systems
List and circles the appropriate system number on that list. If
the system number is already circled, this indicates that some-
one else has already surveyed it, in which case the surveying
player’s entry warp point will automatically be a “closed”
warp point (see 01.03 and 13.06.02), but the Space Master (if
there is one) should never inform the surveying player that the
system has already been surveyed or by whom.
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11.09.02  In addition to the Master Systems List, the SM (or
the players, if there is no SM) must maintain a master map on
which the warp connections between all explored star systems
are recorded. Each player is also responsible for maintaining his
own imperial map, which records the warp connections between
all the star systems he has actually surveyed. It is possible for
astrogation information to be captured or supplied by an allied
player or NPR, and information obtained in these fashions should
be added to the player’s imperial map as well. From time to time,
the SM may want to call in the players’ imperial maps and check
them against his master map as a safeguard against error creeping
into the system. In any case of conflict between a player’s impe-
rial map and the master map, the master map takes precedence.

11.09.03 Once a new system is entered by an empire and
the SM (or the players, if there is no SM) have determined
whether or not the system has already been surveyed, the new-
ly discovering player must conduct his own survey using the
rules given under 19.00. If the system has already been sur-
veyed, the SM (or the player who first discovered it, if there
is no SM) already knows what the system looks like and pro-
vides the newly discovering player with survey information
as he accrues it. If the system has not already been sur
the survey information is not even generated until the ne
discovering player’s exploration ships carry out their survey.

(Note to the SM: It is always advisable to keep g
much in the dark as possible. For this reason, all s
be conducted as if the system were being gene

first time, making dice rolls wherever appropriate, whether or
not the system has actually been previously surveyed.)

11.09.04 As survey information is accrued, the surveying
player records it on a fresh system data form (see 11.05.01).
The system data form is then used as a permanent record of

(Note to the SM: It is
veying player make 2 copi
along. This provides
for future reference

, so long as all players know what they
ins. In general, the New Empires Campaign

all controlled planets, plus the value in megacredits
all trade allies and existing spacecraft and ground bases.



